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Welcome to the opening section in the Yu Yu Hakusho™: Spirit Detective saga, featuring the exploits of 
Yusuke™ Urameshi and a cast of misfits,'mutants, and monsters. Herein is an overview of the content 
contained within the Game Boy Advance title, which you can also find on DVD from FUNimation Productions. 
Be warned, however, as the information contained inside contains spoilers! 
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Fourteen-year-old Yusuke'" Urameshi is the toughest kid in town, a young rebel frustrated by his lack of 
direction in life. But when he unexpectedly gives his life to save a child from the path of a speeding car, 
everything changes. Because of his noble sacrifice, Yusuke'" is given a second chance. He is allowed to return 
to Earth Realm from the Spirit World — but not to the life he left behind. Yusuke™ has been granted amazing 
new powers, and if he wants to live again he must use them for the cause of good. 


Yusuke™ makes his return 
to Earth Realm and receives 
his first assignment as a Spirit 
Detective. He must track down 
three demons who have stolen 
some very powerful and 
dangerous artifacts from 
King Yama's vault. But 
these three demons 
aren't going to sit quietly, waiting to be found. Rather, they 
decide to strike first and attack Yusuke™ where he is most 
vulnerable —his closest friend, Kayko™. Can Yusuke'" recover the 
artifacts from these formidable foes? And more importantly, can he 
save his friend? 


Without’ time to relax, Vusuke receives his second assignment. Án aging martial arts expert named 
Genkai is going to pass along her knowledge to one worthy student. But Koenma™ fears that a deadly 
demon named Rando is planning to disguise himself in order to use Genkai's knowledge for his own evil 
gain. Rando has already eliminated 99 martial arts masters and stolen their techniques. If Genkai were to 
fall, Rando would become unstoppable. But even if Yusuke'" finds him, how is he going to stop a monster 
with 99 lethal fighting techniques? T 


Yusuke™ returns after six months of excruciating training with Genkai. Botan™ immediately shows up to 
give Yusuke™ his next assignment. Thousands of Makai insects have been released into the living world. If 
not stopped, these creatures will infect untold numbers of human hosts and turn them all into mindless 
zombies. Yusuke™ must destroy the four Saint Beasts who possess the key to stopping the ravaging horde. 
Koenma™ has sent two newcomers, Kurama™ and Hiei™, to join Yusuke™ and Kuwabara™ on their quest. 
Kurama™ is over 300 years old and holds a wealth of wisdom. Hiei™, a master swordsman, possesses 
incredible strength, speed, and a mysterious third eye called the Jagan. But time is running short, for with 
every new Makai insect that enters the living world, the Saint Beasts tighten their stranglehold on humanity. 


Vuke s™ next adag ment could prove to be his most dangerous. An evil man named Tárukane has 
kidnapped an Ice Apparition named Yukina, whose tears transform into beautiful jewels that Tarukane plans to- 
sell for profit. Unfortunately, Tarukane has hired the dreaded Toguro brothers to guard Yukina. Yusuke™ and 
Kuwabara™ finally stumble upon the Toguro brothers. The two quickly gain the upper hand, but the revelation of 
the Toguro brothers' secret power puts Yusuke™ and Kuwabara™ in danger of losing more than just the fight. 
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PSYCHIC WARRIORS UNITE 


Welcome to Yu Yu Hakusho™ for 
Nintendo's Game Boy® Advance. 
Herein, you'll find all the 
info you need to take 
Yusuke and 
company through | S 
the chaotic climes ; 
of their 
otherworldly 
battles against the 
forces of evil. ! 
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BASIC CONTROLS 


@: Throw 
switch, 
advance 
through 
conversation, 
Primary Attack 


(8)4-(9: Advanced 
Spirit Attack 
(with sufficient 
Spirit Energy) 
(2+@: Ultimate 
Spirit Attack 
(with sufficient 
Spirit Energy) 


©: Spirit 
Attack (with 

sufficient 
Spirit Energy) 


(SELECT): 
Display 
Status screen 


Œ: Switch 
heroes 


D-pad: 
Character 
movement 


Pause menu 


d THE COMPASS 


BASIC GAMEPLAY 
ELEMENTS 


Which way do I go? 
The compass is a handy device; 
it always points the way to the 
next objective. Sounds great, 
right? There is one catch, 
however. It doesn't take into 


account structures, enemies, 
and roadblocks that may impede 
your way. 


GAINING EXPERIENCE 


Power up. 
You gain experience by collecting 
Orbs after defeating enemies. The 
power level of the enemy you 
defeat determines the quantity of 
Orbs you receive. Leveling up, : 
however, is automatic, and the 
power you gain is split amongst 
your primary attributes of Life, 
Spirit, and Strength. 
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PICK-UPS 


Orbs 


Potions 

There are three types of items 
you acquire throughout your 
guest: Hearts (for filling up your 
life bar), Orbs (for gaining 
experience), and Potions (for 
filling up your Spirit Energy). 

You only acquire Orbs from 
slain foes. However, you may also 
gain Hearts and Potions from 
spheres lying about the levels. In 
these cases, simply walk to a 
sphere to release the items 
trapped inside. 


CONVERSATION 


Hey. Mister. 
have my ball 
Please? 


T 
Can I k 
back = 


Chatting up the locals 
On occasion, you must speak 
with an NPC (nonplayer 
character). To accomplish this, 
simply walk up to the individual 
in question, and a conversation 
is automatically launched. 
However, it's a safe bet that if a 
conversation doesn't start, the 
individual in question isn't out to 
make nice. 


TIPS, NOTES, AND ` 
CAUTIONS 


TIPS 


There are handy tips located 
throughout the guide, informing 
you of various ways to make the 
most out of your gameplay 
experience. 


| 


It might be a good idea to 
switch to Hiei™ at this point, 
as his Teleportation will 
come in handy if you find 
yourself surrounded by a 
mob of spirit warriors. 


NOTES 


A note points out an item of 
interest — not necessarily directly 
related to the game or situation at 
hand, but perhaps toward 
something Yu Yu 

Hakusho ™-related. 


For those of you who watch 
the animated series, you 
might recognize this area as 
being featured in the very first 
episode of Yu Yu Hakusho ™. 


CAUTIONS 


A caution is something you 
should pay close attention to—it’s 


' posted for your own good, after 


all. Life and death situations and 
tricky gameplay elements are 
highlighted herein. 


Keep in mind that from this 
point forward+you must fight 
this boss twice,,then you 
must fight three more bosses 
in rapid succession. Therefore, 
the power-ups scattered 
about the area need to last 
you the entire five-part 
battle—so don’t go using 
them all right at the start. 
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MINI-BIOS | 

While you'll find full-fledged bios 
for the four main playable 
characters in the “Playable 
Characters” section, you'll also 
find mini-bios throughout this 
guide for each member of the 
supporting cast you encounter 
along the way. 


A messenger of the Spirit World, 
Botan™ serves as a guide to 
newly departed spirits. She is 

friendly and often quite chipper, 

but when it comes to performing 
her duties she is all business. 


After Yusuke™ is assigned the 
job of Spirit Detective, Koenma™ 
assigns Botan™ to be his 
assistant. Her knowledge and 
experience often prove 
invaluable to Yusuke™ during 
his many adventures. 
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PLAYABLE CHARACTERS 


THE SPIRIT DETECTIVE SQUAD 
YUSUKE”™ URAMESHI 


Fourteen-year-old Yusuke™ Urameshi is the worst student at Sarayashiki Junior High. He 
gets terrible grades, skips class as often as possible, and has little respect for authority. On 
top of that, his coarse language and brash, arrogant manner get him into more altercations 
than can he can count. Fortunately, he's good at protecting himself. Really good. In fact, 
Yusuke™ has the reputation of being the toughest kid in town. But despite his killer 14 
rep, Yusuke™ is misunderstood. His home life is troubled. He is constantly hounded by = 
his teachers, by his mother, and by fellow students gunning for him. As such, Yusuke™ 

is generally pretty miserable. Only after being assigned the job of Spirit Detective 

does Yusuke™ truly begin to find his place in life. 
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This quick uppercut is followed by a front punch to the solar plexus and a battering reverse kick to the head. 


ADVANCED SPIRIT ULTIMATE SPIRIT 
SPIRIT ATTACK: SPIRIT GUN ATTACK: SPIRIT PUNCH ATTACK: SPIRIT SHOTGUN 


RJO CRJ4-(8) 


Yusuke™ concentrates his Spirit This melee attack is directed An extremely powerful ranged 
Energy into his finger and releases at an enemy's spirit. burst that can damage multiple 
a powerful ranged attack. oe enemies, this attack requires a lot 
* of Spirit Energy. 
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KUWABARA™ 


Kuwabara™ is Yusuke's™ chief rival at Sarayashiki Junior High. Like 
Yusuke™, he isn't the greatest student, but he is an excellent fighter. 
Pitted against Yusuke™ he is a formidable adversary. Kuwabara™ is 
driven by an unwavering desire to be the best. Adding comic relief A : 


Yu Yu Hakusho™: Spirit Detective, Kuwabara™ has an 
Age: 14 


affinity for kittens. 


. 


Tm. 
aati 
Sing, eS 
Lou] 


Kuwabara™ uses his size and strength to deliver repeated blows to his opponent's midsection with a reverse 
punch, a front kick, and a lunge punch. 


SPIRIT ATTACK: i ADVANCED SPIRIT 
SPIRIT SWORD ATTACK: SPIRIT KICK SWORD GET LONG 


"s 


RA 
When Kuwabara ™ focuses his Spirit This powerful melee attack A medium-range melee attack 
Energy, it takes the form of a sword * damages an enemy's spirit. that can hit multiple enemies, it 
and delivers a quick and powerful requires a lot of Spirit Energy. 


slashing attack. 
*9* PRIMAGAMES.COM 


HIEI™ 


Hiei™ is a fire apparition whose true origins are unknown. He is a 
master swordsman, and his strength and speed are incredible. 
However, these are hardly his most fearsome abilities. 
Typically kept concealed behind a bandanna on his forehead 

is the Jagan, a mysterious third eye that possesses magical properties. With it he can control 
weak-minded humans, send telepathic messages, and move objects telekinetically. Hiei™ is 
fiercely independent, and his raw ambition drives him to pursue his own agenda at all times. 
Although he generally cares little for human life and views others as mere obstacles in the 
pursuit of his own goals, Hiei™ strictly adheres to his own unique code of honor. As such, he 
helps those who help him and is fiercely loyal to those who have managed to earn his respect. 


Aa. 
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PRIMARY ATTACK: MELEE COMBINATION: © ,@,© 


Hiei's™ combination attack starts with a punch to the head, followed by a spinning kick, which sets him up to 
finish with a devastating sword slice. 


ULTIMATE SPIRIT ATTACK: 
TELEPORTATION TELESLASH 18 SLASH JAGAN 


FA Fal 
2+®@ ji (8 )-(8) 
Teleportation causes Hiei™ to move This medium-range attack When times are desperate, Hiei™ 
so quickly that his opponents have gives Hiei™ the ability to can use the 18 Slash Jagan. This 
.. difficulty attacking him. teleport close to an enemy move allows Hiei'" to attack multiple 
without being detected and enemies without being detected, but 
quickly deliver a Sword slash. it uses a great deal of Spirit Energy. 
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PLAYABLE CHARACTERS - 


Age: 300+ 4 
[appears to be 15) | 
KURAMA™ \ 


Not actually a human, Kurama™ has lived for over 300 years and 
possesses the wisdom and knowledge one would expect of someone 
his age. He is generally soft-spoken, almost eerily calm, even in the 
face of great adversity. But this calm exterior belies Kurama's™ 
incredible strength. He is a powerful, ruthless warrior with wisdom 
and experience. As such, he is a formidable opponent to all he battles. 


PRIMARY ATTACK: MELEE COMBINATION: ©,0,® 


fata Gs Gens 
^ VEE NEE 
ML v | 


z T. U T anr, TO U an, 


Kurama's™ melee combination consists of a back knuckle attack, a side kick, and a powerful whip attack. 


ADVANCED SPIRIT ULTIMATE SPIRIT ATTACK: 
SPIRIT ATTACK: SPIRIT WHIP ATTACK: ROSE WHIPLASH ROSE BLOSSOM 


Uu 


(R1+@ TIFO) 


This medium-range whip attack This powerful Spirit Energy whip Kurama™ tosses a rose in the air 
allows Kurama™ to hit his attack deals more damage than that begins to rain rose petals, 
opponent with stunning precision. the simple Spirit Whip and affects dealing major damage to most 
the enemy's Spirit Energy. enemies in the area. This attack uses 


a lot of Spirit Energy. 
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begin heading to the northwest 
with the wind at your heels. 


* Yusuke™ 


* Make your way to 
Kuwabara™ 
* Save the child 


Before long, an interloper springs 
from the shadows to menace 

Yusuke™. Deal with him and grab 
the first couple of Orbs he drops. 


EOS 


After receiving a stern talking-to A : 
from Mom, head outside and YOU Me Dar a 


* 


You quickly pass a stout tree directly 
in your path. Continue till you see an 
opening in the wall directly ahead— 

and say hello to Kuwabara™. 


OUGH: LEVEL 1 


ML 


Soa 8 = 

Hes Kuwabara. you're 

conscious... I'm not 

used to that. | 
mune em SE) 


. Watch out. : 
Don't so into 


With that little spot of trouble dealt 
with, head to the northeast, follow- 
ing the wall to Yusuke's™ right. 


Seems Yusuke™ and Kuwabara™ 
have a long history of brawling with 
one another, and Kuwabara™ 
always ends up losing—this time . 
isn't any different. 


1$ Si Ata ae 
Once the road opens up to the 
southeast, tread along till you come 
across another pair of thugs. Dispatch 
them with flying fists and feet. 


EEG = 


First you must deal with his two = ; i 
buddies. Just step up and use your Shortly thereafter you spy a young 


basic melee combo (®,®,@) till boy. Yusuke™ admonishes him for 
they're both toast. «playing ball in the street, but before 


he can continue on his way... 


Well, Yusuke™ managed to save 
the child — but at what cost? 


Now do the same to Kuwabara™, 
and he'll be slurping pavement in no The kid wanders into the street. Get 
time. Poor Kuwabara™, always on out there and save the little scamp 

the wrong end of Yusuke's™ fists. before he's turned into roadkill. 


Waking up in a dreamlike state, 
you spy a large golden egg just 
off to the right. Prepare yourself, 
then head over to deal with the 
next battle. 
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SPIRIT DETECTIVES 
SPER 


Once the critter is squished, you 
meet Botan™, who informs 
Yusuke™ that he's dead. 


This green, slug-like critter isn't 
terribly tough. Merely step up and 
punch it till it drops. If you're 
running low on health, there's a 
Heart just to the right. 


Son of King Yama, ruler of the 
Spirit World, Koenma™ is left in 
charge of day-to-day operations 

while his father is away on 
— i vacation. Koenma's™ youthful 
bal 3 appearance is quite 

— deceiving—the little prince is 

actually over 700 years old. 
Koenma™ possesses the wisdom 
to accompany his years and can 
pose a rather commanding figure 
in spite of his diminutive size. 
There's only one thing that 
Koenma™ fears—making his 
father angry. 


Botan™ soon introduces you to 
Koenma™, who has need of your 
talents and soon brokers a deal of 
sorts. But first you must get back 
to the real world to save your 
corpse from cremation. 


ie i lis ata, 


A messenger of the Spirit World, 
Botan™ serves as a guide to E Level Complete 
newly departed spirits. She is 

friendly and often quite chipper, 

but when it comes to performing > y^ press 0 to continue 
her duties she is all business. After | y d 
Yusuke™ is assigned the job of / ; ; = 
Spirit Detective, Koenma™ assigns 
Botan™ to be his assistant. Her 
knowledge and experience often 
prove invaluable to Yusuke™ 
during his many adventures. 


Game Saved 


Time for Yusuke™ to head 

back to Earth, but this time 

merely as a spirit—and boy 
he's not going to like what 
comes next. 


WALKTHROUGH: LEVEL 2 
DON’T BURN ME! I’M NOT DEAD! 


PLAYABLE 
CHARACTER 
* Kuwabara™ A S a 
OBJECTIVES Aon N 
e Save Yusuke’s™ body from KK i 
cremation ld 


Ferried back to the world of the 
living, Yusuke™ learns— much to 
his horror—that he must possess 
Kuwabara™ so that he can warn 
his friend Kayko™ that his body 
must not be cremated. 


e Find Kayko™ at school 
* Find Kayko™ at coffee shop 
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[Check me out... 
Mlinside Kuwabara! 
Feelins smooth! 


After slipping into Kuwabara’s™ 
body, it's time to go. 


You're under the gun here. 
Yusuke™ has 10 minutes before 
Kuwabara™ regains control over 
his body, so don’t waste any time. 


Start by heading south/southwest 
and deal with some random thugs. 
Bash ‘em and keep moving. 


ee 
as 


You soon come upon a red 
building. Turn the corner and head 
southwest, hugging the wall to 
Kuwabara’s™ right. 


ey 


Tom 


Follow the red building as it 
bends north, and travel up the 
street to the northeast. 


You soon spot the walkway 
leading to the school gates. You're 


almost home free—or are you? 


clowns waiting to greet you at 
the entryway. Once they've been 
dispatched, it's time to see 
Kayko™. : 


ok 


* * 
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i í i th 
$ KJ È fe. I need to Rinse 
| is H—41 (SS 


Or not. Seems that school is 
closed for today. Time to take a 
run to the coffee shop to see if 
Kayko™ is there. 


‘Leave the schoolyard heading 


south, then motor down the 
street across a green lawn and 
down past a red building. 


Keep heading southeast and 
you're forced to deal with random 
interlopers. Take a moment to 
pummel them, then press on. 


Take the first street leading northeast, 
mauling foes as they pop up. 


COFFEE SHOP (2) 


Kayko™ is Yusuke’s™ closest (and 
at times, only) friend. She and 
Yusuke™ have known each other 
since they were little children, and 
although he would never admit it, 
she is probably the person that he 
cares most about in the world. As 


à À à; : such, Kayko™ has a unique ability 
So she's not at school and not atthe [| A y Pe to talk sense into Yusuke™ when he 


coffee shop. Where could she be? “> Sag S OW wu is being stubborn or unruly. 


| a Well. I su Kayko™ is one of the leading 
works. tt will | students in her school. Intelligent 
Nilfirst time that dumms ; Hoe agent, 
friendly, and outgoing, she is well 
In this lot you find Kayko™ : who liked and respected by her peers. 
actually believes Kuwabara™ / She is confident, self assured, and 
Yusuke's™ incredible story. at times a bit headstrong. She is 
S brave in the face of danger and will 
not hesitate to put herself at risk in 


order to help a friend in need. 


DES 


Now backtrack to the main street M ia 

once more and head northwest, Y 

past the parking lot, and back i VN 

toward the school. EC € N Levit Complete 
d er GAN s “= 3 X N 


Game Saved 


press ta continue 


You've saved Yusuke’s™ body 
from cremation. With that out 
of the way, maybe you can 
i rest easy for a few minutes. 
But don't count on it. 


As the school looms into 
view, head dead west and 
enter another parking lot. 
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e Kuwabara™ 


* Find at least 50 percent of 
— the homework 
* Get all of it to show Mr. 
 Akashi who's boss 


* 


Uh-oh, seems Kuwabara’s™ 
brawling has caught up with him. 


,He's in big trouble if he doesn't 


collect at least 50 percent of his 
missing homework. 


Teachers at Sarayashiki Junior High, 
both Mr. Iwamoto and Mr. Akashi 
consider Yusuke™ Urameshi and 

his troublemaking friends to be the 
scum of the earth. As such, they are 
determined to have these hopeless 
and unruly students permanently 
expelled before they can do 
irreparable harm to the school's all- 
important reputation. To this end, 
Iwamoto and Akashi are willing to 
do whatever it takes and will not 
hesitate to lie, cheat, or steal if they 
feel it will further their cause. 


0 =: 


the path out of the schoolyard. 
Immediately in front of you is one 
piece of homework. 


HOMEWORK #2 


Head immediately around the corner 
to the north and you spot a thug (no 
fighting) and homework 22. 


Now head directly down the 
road leading southeast. 
Mind the wall to 
Kuwabara's'" right. 


As that wall leads to the 
southwest, follow it down and 
then due west, keeping tabs on 
the compass's heading. 


HOMEWORK £3  , 
ge | 


Bh o 


Before long you spot the third 
piece of homework sitting in the 
corner, guarded by another thug. 
Grab the homework, then get 
moving to the southeast. 


E 
Now head around the corner of 
the red building, to the 
southwest, and follow the wall as 
it turns to the northwest. 
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You see a ruffian on your tail, but 
just keep running till you spy a 
patch of green with a large tree 
situated on it. Head due north 
from here. 


HOMEWORK #4 


d $^ 


You soon spot a parked truck with 
another sheet of homework 
loitering just behind it. Scoop that 
up and watch out for the tough 
guy in the vicinity. 


HOMEWORK #5 


Due west of the fourth sheet of 
homework is the fifth one. Mind 
the bully lurking nearby. 


Due south of that last sheet of 
homework lies yet another. That's 
30 percent. You'll have this thing 
licked in no time. 


HOMEWORK 27 


Just south (but you must go 
around and over the bridge first) 
is the seventh sheet of 
homework. 


-——— z = > 
Now, just across the bridge, start 
jogging down the street running 
to the southeast, and watch for 


the wall to twist to the southwest. 


A “2 “as 


HOMEWORK #8 
7 A 
> 
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Now you zip down another street 
running southwest till you come 
upon an opening to the north. 
Head through and grab the piece 
of homework behind the dumpster. 


Continue and you quickly come 
upon two red buildings. Duck 
down the alleyway running 
southwest and follow that till you 
come upon another big green 
dumpster. 


HOMEWORK #9 


Just behind the dumpster lies 
your next piece of homework. 
Scoop it up and continue. 


i along, head to the 
southwest once more, then 
around the corner and to the 
southeast. Just as you pass the 
blue awning on Kuwabara’s™ left, 
head due south. 


Before long you spy a wall with a 
gap in it, which leads due west. 
Head through. 


HOMEWORK #10 


There you soon find the tenth 
piece of homework. Scoop it up, 
then head back to the east. 


Now backtrack a bit. Head back, 
due north, past the blue awning 
from a moment ago. 


Pass the dumpster where you 


found the ninth sheet of homework 


and continue northeast. 


Then head southeast the first chance 


*you get, with buildings to either side. 


Soon you round a corner heading 
to the southwest, past a red 


4, building with broken windows. 


HOMEWORK #11 * 


This takes you directly to the 
eleventh piece of homework, 
giving you enough to pass the 
test. But why stop now? 


Now take a quick run to the 
northeast, up and around a 
corner, past a large tree, and 
down to the southeast. 


HOMEWORK #12 


Soon you spot the twdifth sheet 
of homework nestled in the gap 
of a concrete wall. P 


DETECT? 
A TEAR 


Now head to the southeast and 
take the first road leading 
northeast. 


Minding your compass, you make 
an “S” as you snake up to the 
next sheet of homework. 


~ Now backtrack a bit and take the 
—road leading southeast. At the 
first opportunity, take the road 
leading northeast. 


Now hug the wall to Kuwabara's'" 
left till it deposits you near a bridge. 


Once you're over the bridge, head 
due north till you spot a wall with 
a park behind it. Hug the wall as 
it bends to the northeast, leading 
you to a gap in the wall. 


HOMEWORK #14 


= sd 
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A quick zip to the southeast nets 
you the fourteenth sheet of 
homework. 


HOMEWORK #15 


Directly to the east of the last 
sheet sits the next one—that's 75 
percent down. 


CY ame 5 
Now g6 to the northwest, back 
through the gap in the wall, and 
turn to the northeast. 


:HOMEWORK #16 


Now you just have to head 
eastward as well as possible to 
find a thug and the next sheet of 

homework nestled nearby. 


p 


Now travel back and up a long 
stretch of road to the northwest. 
Take your first chance to travel to 
the northeast. 


Now, once you get a chance, keep 
motoring due east across a few 
streets until you run into a wall. 
Follow that to the southeast. 


HOMEWORK 717 


Here's the next piece of 
homework- only 15 percent to 
go. How are you doing on time? 


Now you need to backtrack quite 
a bit. First, go back to where you 
found homework #15 and 
continue past to the southeast, 
then follow the road as it turns to 
the northeast. 


HOMEWORK #18 


Around the next bend heading 
northwest, you add another piece 
of homework to your stash. 


Now follow the road as it leads 
northeast, around the bend, and 
up to the northwest. 


HOMEWORK #19 


m 
ry LD eee 
You soon round another gorner 
leading southwest. Follow that till 
you see a spot of green and the 
next piece of homework. 95 


percent down. 


HOMEWORK #20 


Wai b 
not possi 


Due north of that piece lies the final 
one. Congratulations. That's 100 
percent. That'll show Mr. Akashi. 


Level Complete 


Game Saved 


press 6 to continue 


With all the homework in tow, 
you get a permanent boost in 
Health. à 


ECTIVE 
TRIA 


Find the safest route to 


Yusuke’s™ apartment — i NI AC DU ES 
e Use the switches to advance It's Kayko’s™ turn to take center First head southeast, then take 
through the flames stage, and she’s got to save ,the first road to the southwest. 


Yusuke’s™ body from being 
burned as his apartment is 
torched. 


Yusuke’s™ apartment is the last 
one in the second building—the 
one with fire billowing out of the 
broken window. 


You soon come upon the chalk 

outline morbidly denoting where 
Yusuke™ was killed rescuing the 
child. Head west from there. duc. 


She will be abl 
to set back out... | 


-i 
Msc : Perhaps she won't make it, but 
Follow the wall running to the ‘| she's sure going to try. 


northwest, and watch out for the 
thugs in hot pursuit. 


0 5 


Once in the house, start flipping 

switches to douse the flames 
blocking the various doorways 
you encounter. 


As the wall turns to the 
southwest, you spy a gap in it. 
Head through to the southeast. 


After hitting the first switch, head 
through the door leading east. 


In the next room, you must tag two 
switches on the northern wall to 
proceed through the door to the east. 


Once more, hit two switches, but 
this time head through the door 
leading north. 


You find a Heart to the right as 


you enter the next room. Grab 
that if you've been scorched. 


Again, strike the two switches on 
the northern wall, then head - 

through the doorway leading east 
once more. - 


Next room over, you can nab 
another Heart, then hit the switch 
in the northeastern corner. Then it's 


through the doorway to the north. 


In the following room you spy 
another Health pick-up. Grab that, 
then tag two more switches and 
continue east. 


In this room you need to hit one 
switch then barrel onward to the 
east—mind the time limit. 


Once more, strike the single 
switch, then it’s on to the next 
room to the east." 


[Throw it the fire 
and it will unleash 
from Lo. ess. An 


’ % Save er 
In this room, the blaze has : 
reached catastrophic proportions. UICE ESVE 
Kayko™ must run through the 
flames barring her way to the 
doorway going east. 


ene will nevem ber able 


set back 


In the next room Yusuke™ must 
make a decision: save Kayko’s™ 
life or his own—only one can live. 


Doing the noble thing, Yusuke™ 
sacrifices his chance at life anew 
py casting his egg into the fire.. 
Much to his surprise Koenma™ 
shows up and decides to reward 
him for his selfless act. 


LEVEL END 


Level Complete 


Game Saved 


press 6 to continue | 


een sathered 
pirit Beast 


Congratulations. You're now 
officially on your way. 


E 


* 


* Yusuke™ 


e Head to the cafe 
* Catch Sakamoto 


Finally back in his own body, 
Yusuke™ can embark on the next 
phase of his life —but first to find 
Kayko™. oe 


First, head northwest to exit the 
apartment complex through the 
gap in the wall. 


——— vay 


Now head southeast (watch out for 
the car), dealing with any 
miscreants you find along the way. 


Head past the parking lot and take 
the first road leading northeast. 


You encounter still more thugs 
as you move along. Pause to 
deal harshly with them, then 
follow the road northwest. 


Uh-oh, looks like Kuwabara™ is in 
some sort of trouble. Worse yet, 
the leader of the gang, Sakamoto, 
sics his boys on Yusuke™. 


Beat those baddies as quickly as 
possible—three against one is no 
problem. 


With the first batch dispatched, 
follow the road ahead to a second 
gang of toughs directed by 
Sakamoto. 


yet another trio of troglodytes. 
Bust ‘em down, then continue 
motoring up the road. 


Finally, it’s just you, Sakamoto, 
and Kuwabara™. Kuwabara™ 
then steps in and smacks 
Sakamoto down, only to discover 
that he is actually Jyaki, a fugitive 
from the Spirit World. 


After returning to his body, 
Yusuke™ encounters a few old 
friends being harassed by a rival 
gang and their leader, Sakamoto. 
But Yusuke’s™ powers begin to 
manifest themselves, allowing 
him to see that Sakamoto is 
possessed by an evil spirit named 
Jyaki. The apprehension of this 
spirit becomes Yusuke’s™ first act 
as a Spirit Detective. 


Level Complete 


Game Saved 


press 0 to continue 
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That's another one under your 
belt, so onward to the next 
challenge, Spirit Warrior. 


Eos 


A 


Yusuke Urameshi ! 


You are. e 
moment, the Spiri 
r 


due t 
B Detective of Earth. 
PRIS 


Koenma™ then shows up and, 
impressed with Yusuke’s™ 
display of might, offers him the 
job of Spirit Detective. How 
could Yusuke possibly refuse? 


GATHER YOUR GEAR 


= 


e Yusuke™ — 


* Recover the 


Psychic Spy Glass 
-— Recover the Now that Yusuke™ is a full- 
Demon Compass fledged Spirit Detective, he needs 


*his detective items (and don't 
forget about those missing 
artifacts). Time is short, so get 
going. 


* Recover the . 
. Concentration Ring 


Following your compass, head 
northwest and out the gap in the 
wall as usual. 


Now head immediately northeast, 
following along the wall of the 
blue building to your left. Then turn 
and head northwest once more. ý 


At the building with an ad for 57-cent 
bananas, turn and head west and 
around the back, past a few trucks. 


Swinging around to the northeast, 
you run into a pair of thugs. Take 
them out, then head southeast. 


4 c Keep heading that way till you run 
Sny i ; smack into the river running through 
the park, then follow it southeast. 


Here you find the Demon 
Compass (now completely 
unguarded). Grab it, then head 
back in the direction you came. 


Eventually you reach a bridge. 
Travel around and onto the 
bridge, where you're 
accosted by an enemy. 
Blast him, then 
continue over the 
bridge. 


Now, once you edge 
around the corner and 
back into the parking 
lot, head due south. 
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SPIRIT DETECTIVE 


ae 


Take the first chance you get to turn 


southwest, and continue to a 


dumpster you may recall from earlier. | YOu shortly come upon a 
dumpster where the 


Concentration Ring is. Snap it up, 


Keep heading southeast, once more 


past the blue awning. Then truck $ i = Qs 
south and around to the east, into a oe 
pair of foes. From here you must head back 
NONSE out and travel to the bridge you 
: ; | A A crossed a ways back. Mind the 
Now keep heading west and you're E Y enemies along the way. 
assaulted by numerous groups of N \J 5; 


foes. You may be tempted to \ 
simply run, but you need the 
experience, so maul ‘em. 


Once you're across, turn 
southeast and follow the 
sidewalk down till you spot a wall. 


with some busted-out windows. 
From here, turn northwest and 
keep moving. 


A bit farther and you see an Once more, head back across the Note the wall to Yusuke’s™ 
opening. Head west through that, bridge, nailing any enemies right—you shortly come upon a 
then through another opening. along the way. foe blocking the entrance to the 
park. Take him out, then head in 
and due south. 


Bash the foe just to the south, Keep heading southwest after you 
then continue to a second foe * exit the bridge till you reach the 
blocking access to a pier. second route heading southeast. Well, well, what do we have here? 


PSYCHIC SPY GLASS (3) 


Level Complete 
Game Saved 


press ð to continue 


aie o o. 
At the end of the pier you find the  ,. 
Psychic Spy Glass. That's all your 


detective gear; now to nab those 
stolen artifacts. 


Detectivé tools in tow, it's 
time to do some 
tooling of your own. 


PLAYABLE 
CHARACTER 


e. Yusuke™ 


OBJECTIVES 


* Recover the Orb of Baast 
e Defeat Gouki 


WALKTHROUGH: LEVEL 7 
RECOVER THE ARTIFACTS: PART 1 


Now it's time to get the Orb of 
Baast back from this behemoth. 


He talks a big game, but just walk 


up and smack him one in the 
chops to show him who's boss. 


bad 


77 E = - — 
|Do sou know what the 
CS peek SPices for a soul 
| ? 
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A dangerous criminal from the 
Spirit World with over a dozen 
convictions to his name, Gouki has 
escaped his prison and is on the 
loose in the human world. 
Yusuke™ is given the assignment 
of apprehending the villain, but 
he'd better be careful. Gouki is 
incredibly strong and has killed 
more than 10 pursuers already. 
When backed into a corner, Gouki 
reveals his true form by 
transforming into Kyuukonki. 


If you need Hearts, head over to 
the right to grab the pick-up. 
There’s also a Potion to the left to 
replenish your Spirit Energy. 


don't mind f 
need a | 


Keep your distance and peck away 
at him till he's toast. 


Beating Gouki may seem like 
a formidable proposition, but 


with your newly acquired 1 mme 
Paik —  — oun MN NN 
Spirit Gun, you should be able 
to chew him up. Level Complete 


Game Saved 


press 0 to continue 


That's one artifact down, with two 
to go—good job, detective. 


You can engage him with fists, 
but then he might use that tree 
he totes around to show that his 
bark is most definitely worse 
than his bite. 
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PLAYABLE 
CHARACTER 


e Yusuke™ 


* Recover the Forlorn Hope sd = 
— - ee x55 . 
e F; | Exe == 
Find Hiei For starters, take the usual route 
from your apartment to the 
street, then head to the 
southeast once more. 
E 


e ME 


x 36 x 


Again, pass the parking lot, then 
head up the street to the 


northeast, dealing with Zombies 
as you go. 


You soon pass the coffee shop on 
your right, then continue heading 
up the road where you previously 
fought Sakamoto and company. 


biel E Po 
Eventually, you arrive at the 


hospital. Head inside to have 
words with Kurama™. 


THE FORLORN HOPE (1) 
v 


B 


IT have been waitins 
for sou. SPirit 
Detective. 


JERGNERGECHETUEGRI 
nul tori an = 
has ‘alien deathis  — 
i = * 


This is the only 


Once inside the hospital, you find 
Kurama™ with the Forlorn Hope in 
hand. Have a long conversation 
with him, and he eventually turns 
it over after Yusuke™ nearly 
sacrifices his life convincing him to 
do the right thing. Now it's time to 
find Hiei'" and the Shadow Sword. 


WE FYE Ree x 


Upon leaving the hospital, head 
all the way back to the exit from 
your apartment building (the old 
gap in the wall). 


From there, it's once 


more to the "ML 


southeast and over 
the bridge to the 
other 

side of town. 


=> 
> 


Now head directly to the 
southeast (just over the bridge) 
and take the first path leading 
southwest. 


HIEI™: PART 1 (2) + 


Turn to the northwest and you 
find Hiei™ hiding in the corner. 
Have a brief chat with him before 
things get ugly. 


» 


Hiei™ teleports away, leaving a pack 
of Zombies to tear Yusuke™ 

to shreds. Show 'em the 

business end of your 

Spirit Gun and take 'em 

all down. ; 
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Zombies dispatched, head to the 
southeast, then down the first 
alleyway leading southwest and 
into the street. 


Travel northwest, up the street, 
and past the building with the 
broken windows. 


At your next opportunity, take an 
alleyway leading southwest (this 
should look familiar). 


You asain? What did 
Sou mean bs your 
latest uc ge 

are you uP to 


Now head south, past the 
dumpster and blue awning, then 
turn east to find Hiei™ again. 


Have another less-than-cordial chat 
with the Spirit Worlder, then brace 
yourself for another Zombie attack. 


Destroy the Zombies once more, 
slurping up the Orbs, then it's 
backtrack time. 


Head back to the southern bridge 
and cross it. 
X 


* * 


What [9 


Once over, head southeast and 
down the road till you reach the 
entrance to the pier again. 


Go around the front of the 
warehouse and you're home free. 


ill 
Level Complete 


Game Saved 


Press 9 to continue 


That's that—now to deal with 
Hiei™ once and for all and get 
that sword back. 


WALKTHROUGH: LEVEL 9 
RECOVER THE ARTIFACTS: PART 3 


PLAYABLE | WZ 
CHARACTER 


e Yusuke™ 


OBJECTIVES 
e Find Hiei’s™ Hideout 


e Recover the Shadow Sword 


BOSS BATTLE: HIEI™ 


Along the northern and southern 


LEVEL START walls, you find a pair of pick-ups 


with Potions in them, so don’t be 
E, afraid to use and abuse your 
| LE A Spirit Gun. 


=|} Ooh. sood boy... Both 

- “ithe Orb of Baast and 

4 that Precious Forlorn 
DEPINI La[ LI 


x e at vi 
Now it's time for Hiei'" to face 
the music—unfortunately, not 


before you must deal with a pack At the back of the warehouse, 
you find an opening. Wait for 
your Spirit Energy to charge, 

then head through. 


of bloodthirsty demons. 


You find Hiei™ has taken Kayko™ 
hostage, and he wants the artifacts 
in exchange for her freedom. After 
you hand them over, he 
immediately reneges—guess it's 
time to take out the trash. 


You must maneuver through 

numerous demons-— on the plus 
side, they're all a bunch of 
lightweights. 
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JH HÀ 


Mind his attacks but don't be too 
worried. He doesn't inflict much 
damage, even with that big sword. T 
Good job, kid. You 
showed 'em all 

who's boss. 


A few solid blasts and he's toast. 
Time to bag that last artifact and 
call it a day. 


$i ry 


Level Complete 
Game Saved 


Press ð to continue 


Nice going. You recovered all the 
artifacts, you saved the girl, and 
Koenma™ almost avoided 
punishment for losing them in the 
first place (hey, two out of three 
ain't bad). 


GAMES WITHIN A GAME 


sa Ti (n E? [Ti 


bs 


* 
T le who's the nice old |: 
J lady? 
e Yusuke™ 


Yusuke. I know you 
| PERT ee are cd 
e Earn 750 points playing | +, another case for you. [ai 


video games 


bal This time out, you need to get 
into Master Genkai's inner 
sanctum to protect her from 
getting whacked by an assassin. 
Along the way you must play 


[Take a look at this video games to earn her favor. 
Sy woman. - 
vm : 
bo — —Àá— 
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Genkai, aging master of the 
Reidoha (or Spirit Wave) fighting 
technique, wishes to pass her 
knowledge to one worthy pupil 
before she dies. She has chosen 
Yusuke™ to be that pupil, and he 
soon discovers Genkai's training to 
be the most difficult ordeal of his 
life. Despite her advanced years, 
Genkai constantly amazes Yusuke™ 
with her ability to perform 
superhuman feats of strength and 
agility. Her wit is as finely honed as 
her technique, and she possesses 
the wisdom that comes from a life 
rich with experience. Impossible to 
intimidate, she stares unflinchingly 
into the face of danger, ready to 
meet even the most daunting of 
challenges. 


z 


> - = " ^ » 
Kuwabara! What are YOU 
em doins here?! 


First, head north till'you see the 
crowd of acolytes looking to curry 
Genkai's favor (including 
Kuwabara™ ). 


: Y 

nnd foll e | [e 31 

inside! Dm $ SE 
BEES SSS 


- "cmd ——— eee 


— 2 APT - “th 
Before long, Genkai informs all 
present that if they want to get 
in tight with the lady of the 
house, they have to score 750 
points playing three different 
video games. 


Ks E 


represent the opponenti p | 

and the bottom three gN 

boxes represent the 

Player. The opponent pk 
dar 


Head inside and directly to the 
right to play the Janken (Rock, 
Paper, Scissors) game first. 


3 —— or oe GS 
— | 


Bant 


' 
1 —— | 
D- A= As 


= 
m 


SCORE= 0. 


No mysteries here—paper covers 
rock, rock smashes scissors, 
scissors cut paper. Use (9, ©, and 
(R) to rack up the points. 


SCORE 100 


Now head over to the Bagon: 
Power (punching bag) game. 
Here, you have to hammer on ®© 
till the meter crosses the line and 
the arrows turn green. Then tap t 
to hit the bag. 


Finally, there's the Karaoke 
machirfe. This is the trickiest one 
of them all. Using ®©, ®©, ©), and 
(RJ, you must strike the 
corrésponding button as the icon 
:grosses the line. 


Level Complete 


Game Saved 


Press ð to continue 


E. 


¿Having proven yourself at the 
mighty games Janken, Bagon: 
Power, and Karaoke, you are 
welcomed to the sanctum 
sanctorum of Genkai. 


WALKTHROUGH: LEVEL 11 
THE LIVING FOREST AND BALDOK THE BAT-MAN 


PLAYABLE 
CHARACTER 


* Yusuke™ 


OBJECTIVES 


* Navigate the forest 
* Defeat Baldok 


Having bested Genkai's first trial, 
things get a bit more life 
threatening this time around. You 
must navigate her living forest to 
earn greater favor in her eyes. 


tree. ake it. 
and you Pass the fest. 


As you enter the forest, get 
moving north and slay the large, 
well-fed snake in your path. 


Shortly thereafter, you come to a 
fork. Go left and slay the creature 
in your way, then continue to the 
next screen. 


The next area resembles the last. 
Slay the snake ahead, then head 
to the fork. 


Go right, kill the monster barring 
your path, then continue to the 
next screen (be sure to nab the 
Heart or Potion pick-up if you 
need it). 


ro = eS à i^ : : / 
— we. “Teepe 
This one's a carbon copy of the 
previous two screens. Kill the 
snake, go left, kill the next critter, 


then it's on to the next screen. 


Head north and slay 

another snake and E 
another critter in 

your way. 


Now head up the central path to 
eliminate yet another large, 
omnivorous snake, then continue 
northward. 


— — 7 Por Bale al Ae a 4E 
You come upon one more 
beastie. Take it out with your 
fists or Spirit Gun, then proceed 
to the exit. 

M 


man bos has, Ep 
d into B Lr 
t] teers,” What Shall 


Beating him is a fairly simple 
affair. Merely stand at the center of 
the area and fire your Spirit Gun 


at him as he charges you. 


"[Baldok thinks he shall 
enjos the free dinner! 


If you hit, he disapp 

resumes flinging himself at you 
without rhyme or reason, making 
him toast sooner rather than later. 


You soon find yourself in a 
clearing that’s a bit too quiet. 
Suddenly, the winged bat-man, 
Baldok, shows up to try and ruin 
Yusuke’s™ day. It’s time to clip this 
flying rat's wings. 


VUE M RUE 


Baldok swoops in from the four 
cardinal directions: north, south, 
east, and west. 


- y 
Sorry... I never make fs 3| 
exceptions. = > SE? 


b i1. 
ait for me!!! 
@ 


aod 4 


` 
| 
S l don't 3c 
REESE dan cae M 
aT a 
b Ya... 


bed À 2 i 


Despite the fact that Yusuke ™ 
exceeded Genkai's time limit, she 
allows Yusuke'" to stick around 
due to his sound thrashing of 
Baldok. 


E 
ee 


Level Complete 


Game Saved 


press 6 to continue 


Good job, Yusuke™ . Now let's take 
a look at what's next, shall we? 
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WALKTHROUGH: LEVEL 12 . 
THE GENKAI TOURNAMENT 


PLAYABLE 
CHARACTER 


* Yusuke™ 


OBJECTIVES 
* Defeat Kibano 
* Defeat Kazemaru 


E 
incapaci tated or gead. 


care whic 


Now it’s time for the Genkai 
Tournament, where Yusuke ™ 
must combat some of the more 
seasoned warriors from the 
Spirit World. 


He may look (sort of) tough, but 
this guy isn’t going to last long 
in the ring. 


Kibano is a man of few words, SERE A p: One of the semifinalists in the 
preferring to let his arsenal of : as EE Genkai Tournament, Kazemaru is 
martial arts attacks do his talking > dl LÀ well-trained in the Ninjitzu art of 
for him. Among his more CNGENET S stealth. His considerable fighting 
devastating moves is the Big Arm pet skills put him in high demand 
Bomber, an attack that uses d en among government officials as a 
concentrated Spirit Energy to — top professional bodyguard. 
amplify the power of his already The arena is pretty much black, except Kazemaru can channel his Spirit 
explosive punches. Kibano for a small glove of light extending Energy through the palm of his 
sometimes makes use of a special from Yusuke™. Kibano dashes in from hand, emitting a powerful blast 
helmet that enhances his Spirit the sides, guerilla style, and tries to similar to Yusuke’s™ Spirit Gun— 
Awareness and allows him to catch Yusuke™ unawares. but far more potent. 
sense, rather than see, the 
movements of his opponents. 


v 


The first fisht of the [noi 
tournament shall be oS 
Yusuke Urameshi vs. 

Ki bano! 


When he rushes in, start attacking. 
With any luck you can "hook" him d Nw 
and get in a number of nasty blows. b. 


4 


ÍMas the stronsest man 
win on = 


Repeat this simple process till he’s 
pushing up daisies. 


PRIMAS OFFICIAL STRA 
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“fend the first match oF] [sii 
semi-finals... Yusuke 
'Urameshi vs. Kazemaru. 


Shortly, you find yourself in an Just keep moving back and 

a open area with Kazemaru behind forth and up and down, and 

| ; a barbed wire fence, tossing he’s gradually whittled away 
explosive shurikens. to nothing. 


What a shame for 

you... Fishtins two Š 
battles in a row... it 
Both mi smatched. i4 


$ 


In addition, the same explosives So much for that. 
are boomeranging from below, so 
move Yusuke™ so he is between 
$ TEM W the shurikens and Kazemaru, then 
oS have Yusuke™ step out of the way 
Ek Sou? t^SSon' Find ut. l at the last second, so the shurikens 
i4 —— —Á—d3— sail past Yusuke™ and hit 
Kazemaru instead. 


Level Complete 


Kazemaru talks an unbelievably 
big game and manages fo insult 
Yusuke™ at the same time. For press 6 to continue 
someone who talks this much 


as WN (U7 Xe : —— - 
smack, it's going to be a lot of ufi í (7 al A D 


fun smacking him down. 


4 Game Saved 


Yusuke™ takes the first two 
contestants with practically one 
arm tied behind his back. What 
else have you got, Genkai? 


You find yourself in an open arena 
with Shorin running to and fro. 


e Yusuke™ k race 
e Defeat Shorin 2 n - : 
* Defeat Rando M bad 


You needn't wo 
about me. sir. 


rry 


i Note the pick-ups to each side of 
This is it, the final match against the arena in case you need them. 
Shorin. Thing is, he seems 
awfully confident for one so 
young and small. It's almost like 

~ he's hiding something. 
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Now get in there and whale on the 

little guy. Pound him with @,@,@, As ugly as he is, his power just 

then work in some (9 to drop him doesn't match up to his hideous 
in no time flat. appearance. He should be 


coughing up Orbs in no time. 


m the one sou've 
en lookins for... 
ndo! 


GUE SAN 


This can't be good—right before 
your eyes, Shorin transforms into the 
monstrous Rando. Remember the 
part about nol touching Mase pit A mild-mannered but powerful D ee 
ups unless you really needed them? ; 4 Detective. because I 
young fighter, Shorin enters the c jam perfect. | 
SO A Genkai Tournament in hopes of n Ea 
X becoming the aging master’s pupil. us 
But this quiet young man is not 
what he seems. Shorin is in fact 
none other than the monster Rando 
in disguise. Rando is a terrible 
creature who has eliminated 99 
fighting masters and stolen their 


He uses your Spirit Gun powers special techniques. He now needs 


against you, so watch yourself. only to steal Genkai's power of 
Reidoha (the Spirit Wave) to 


become virtually invincible. 


m sn 


JY 


With Rando quietly crying to 
himself, Yusuke™ walks away the 
victor of the Genkai Tournament to 

the surprise of few. 


Qm 


Level Complete 


Game Saved 


press to continue 


So, what's the next stop on the 
/ Yusuke™ victory tour? Move on 
Get in there and mix it up with the | 4 TU and find out.. 
big ugly man or hit him from afar - - 

with your own ranged attack. 


* Yusuke™ 


* Score 1,000+ points 
* Defeat the critters 


Having won the tournament, 

Yusuke™ discovers (much to his 

chagrin) that the "prize" is six 

months of grueling training under 
^ Genkai's tutelage. 


You find yourself in front of 
Genkai's home with a number of 
large, black, cat-like critters. — 
They're good for experience, but 
be careful. 


Try to make sure you pick a fight 
with only one of these brutes at a 
time, as they can be pretty 
unsavory opponents. 


If you find yourself locked in 
battle with more than one, back _ 
up and use your Spirit Gun to — 
even the odds up a bit. ^ 


gExr'teT DETECTIVE 


Eit 


Health running a bit low? Along 
the northern edge of the area, 
there are numerous Heart pick- 
ups to cure what ails you. Use 
them as needed. 


Once you've dispatched all of 
the big, ugly beasties, head 
inside Genkai's parlor for some 
more games. 


aad 


"fDim wit. for the first + [soi 
SteP in your trainins. oy" 
you must beat my | 
scores. My record is | 

m 


m 


k ya E 


b 5 


This time you need ».. 
1,000 points to advance, + 
so crack those knuckles — VK 
- and limber up those 
thumbs. 


^ PRIMAS OFFICIAL STRATEGY GUIDE 


SCORE Om cet 
= 


Remember: rock beats scissors, 
paper beats rock, scissors 
beat paper. 


E SCORE 100 


The Bagon: Power game puts 
your thumb to the test. Pound 
away at ®, then hit t at just the 
right moment. 


Finally, the Karaoke machine is 
humming a tune. Get your 
groove on and tap out that funky 
beat to smash Genkai's record 
and get on with things. 


X 


eqo 


With 1,000 (or more) points under 
Yusuke's'" belt, you can head out 
the door to the north. Genkai 
*&ongratulates Yusuke™, and he 
insults Genkai. 


= © o s 
—— 


Level Complete 
Game Saved 


press to continue 


Not taking terribly kindly to Yusuke's'" 
words, Genkai challenges the 
whippersnapper to a fight. But no 
worries, right? After all, how tough 
could an old woman be? 


) 


e Yusuke™ 


* Defeat Genkai 


You start at the top of the steps of 
Genkai's home. Head down to see 
the spry old lady running about, 
itching to school your cocky tail. 


Dess PDÓUOPPPA WbPDODUCD DOO 


Spirit Energy as her weapon of 
choice. Watch yourself when 
dueling with her, as she can - 
whittle you down pretty rapidly if 


you're not careful. - 


Get in there and deliver a 
thunderous flurry of blows to the 
stomach and head to burn off a 
substantial portion of her Life bar. 


Feeling a bit peaked? Head to the 
northern edge of the arena and 
crack open some pick-ups to get a 
bevy of Hearts. 


é Simply repeat that process till 
she's got nothing left and gives 
‘up the ghost- literally. 


- x 

= You have Proven to b [aod 

a most worthy 2ebaene | SD? 

for a dim wit. _ : pm 
= | 


7 
> = 


Before exploding and 
leaving a bunch of Orbs 
behind, she rewards 
Yusuke™ with the Spirit 
Shotgun—a jacked-up 
version of his Spirit Gun, 
which will come in very 
handy. 


Level Complete 


Game Saved 


Press 0 to continue 


P. 


Short and sweet, that's the end of 
level 15. Now back to more 
pressing matters. 


WALKTHROUGH: LEVEL 16 
KUWABARA™ GETS SERIOUS 


PLAYABLE 
CHARACTER 


e Kuwabara™ 


OBJECTIVES 


* Beat up Yusuke™ dummy 
* Get out alive 


Sick of playing second fiddle to 
Yusuke™, Kuwabara’s™ out to 
prove that he has what it takes 
to hang with the best the Spirit 
World has to offer. : 


PRIMAS OFFICIAL 


RATEGY GUIDE 


Work that dummy with your basic 
melee attack (@,@,@) till it goes 
up in flames as Kuwabara™ 
discovers his innate Spirit Energy. 


Heading south, you encounter some 
more common thugs/demons— 
crack their skulls to gain some 
much-needed experience. 


Now it's time to negotiate a series 
of hazards, all of which are 
enemy based. Head to the upper- 
left corner to flip the switch, then 
let the carnage begin. 


As the road turns west, you 
encounter large unfriendly 
reptiles that slither across 
your path. 


When the path heads north, you 
run into a large knot of reptilian 
interlopers. Don't let them 
surround you. 


ridge to 

encounter your first foe. Have at 
him with your shiny. new Spirit 

.. Sword (©). 


After you reach level 8, you 
acquire Kuwabara's™ Spirit Kick, 
which is a devastating melee 
attack. 


Continuing north, you must bash 
in the skulls of a few more 
demons/thugs as you come upon 
them. Make short work of them, 

[hen carry on. 


As the road turns west, you're 
.confronted by one of those 

"Shadow Beasts that Yusuke™ 
fought at Genkai's. 


Before the path dips south, 
tangle with two more of these 
shadowy critters, as well as 
another thug. 


As you continue south, you 
encounter a snake, a Shadow 
Beast, and another thug. You 
should be gaining a few levels in 
rapid succession. 


As the road bends east, you 
encounter two more thugs. Make 
mincemeat of ‘em, and press 
forward. 


Farther down are a gray wolf and 
another thug. Do away 
with them. 


At the next turn south, a pair of 
miscreants accosts you. 


x 57 x 


On the final run west, run a 
gauntlet of thugs, snakes, and 
other vile monstrosities. 


The final spur running north has a 
few more critters if you'd like 
some extra experience (hint: you 
would like some extra 
experience). 


LEVEL END 


Level Complete 
Game Saved 


press 6 to continue © 


Head off the lower-western 
corner, and that's all she wrote. 
Kuwabara™ should be level 12 or 
13 (if not higher) at this point. — 


DETECTIVE 


5$ 


* Yusuke™ * Kuwabara™ 
e Kurama™ * Hiei™ 


B 


* Find your way to the gates 
of Maze Castle 


* Find the switch 


Botan informs Yusuke'" that the 
Saint Beasts are about to escape 
into the Earth Realm, and it's up to 
Yusuke™ to stop them. He must 
find Maze Castle before dealing 
with the greater threat, however. 


Following the path 

through the 
forest, and go 
west to encounter 
a second band of 

malcontents. 

Repeat your last battle 
to clear the way. 


Head east. You're assaulted 
by a pack of nasty little demons 
that have the power to stun. 
Unleash your Spirit Attacks on 
them to even the odds. 


x 


* * 


[Jo 
Continue northeast to find two 
more of the little mutants. Make 
short work of them, then head 


west, past two boulders. 


E red 


Urameshi ! 
mans of t ! 
thes want to ea 


Ambushed! You face a small army 
of the little fiends, but Hiei'" and 
Kurama'" show up to even the 
score. Watch as they burn this 
little group of freaks to the 
ground. Afterward, you 
understand better the ex-thieves' 
motivation for helping. 


Now that you have four warriors to 
choose from (toggle between them 


with Œ), that evens the odds. 


ic 


0 5 


The ceilins! It's 
cavins in on us! 


A turn of the corner and you're 
caught in a trap. The ceiling is 
caving in, and only Hiei™ is quick 
enough to save the group 

from death. 


Once inside, a pair of winged 
monstrosities assaults Hiei™. 
Destroy them quickly—time is of 
the essence. 


— another foe, then around the 


SWITCH (1) 


de 


Before long, you come upon 
another one-eyed bat. Bludgeon it 
with Hiei's'" sword, then continue 
j Í northeast, under a bridge, and 
You find the switch. Flip it to save | Onward. 

your friends. Now your party is 
re-assembled, and it's time to 
deal with the matter at hand. 


i — E A 
Foes dispatched, head east down terg 

a long stained glass-lined RE 
corridor till it bends to the north 


and into another foe. 


You pass beneath another bridge, 
then the road switchbacks to the 
bw west. Head down it and deal with 
=7 a aa a few foes along the way. 


LD E 


turns west and you come upon a 
turn leading north. Head up that 
spur as an enemy attacks from 


Backtrack to the starting point. 
You must crush the same trio of 
Hiis" flank. enemies you faced when you first 


arrived. When that's done, 
continue west. 


the end of the line. 


LEVEL END 


E TEE T 
POER 


AY PR 


A: 


The road snakes north, 
then northeast. You come 
upon a fork in the road; P 
take the spur heading "| press @ to continue " 
northwest. ' C 


Level Complete 
bend and to 


the southeast. Game Saved 


Congratulations. You've made 
your way to and through the 
initial part of Maze Castle. 


* Botan™ 


* Use your bug spray to 
destroy 20 insects 


Botan'" steps up to the plate, 
armed with a can of industrial 
strength bug spray and a big bat 
for dealing with any zombies 
that may get between her and 
the hornet's nest. Let's get a 
move on. 


PRIMAS OFFICIAL STRATEGY GUIDE 


The bugs are contained within 
the bodies of zombies—the first 
of which is northwest of 
Botan's™ starting point. Whack 
them with (9, then spray the 
freed bugs with ®©. 


BUGS (2) 


The second pair is northeast of 
the first, inside a zombie lurking 
behind two Dumpsters. 


BUGS (3) 


The third set is past the blue 
awning, northwest of the second 
pair (you remember the blue 
awning, right?). 


BUGS (4) 


The fourth set is north of the 
third, a few yards ahead. Bash in 
the zombie's skull, then kill 
those bugs. 


Head up the alley to the 
northeast. After you reach a fork, 
go southeast. 


As you travel southeast, turn 


northeast the first chance 
you get, then continue. 


In the northeastern corner of this 
large cul-de-sac are another 
zombie and the next set of bugs. 


Backing up, head out of the cul- 
de-sac the same way you entered 
and baektrack to the northwest. 


Follow the road as it leads 
northeast till you spot a gap in a 
wall to the north. Head through, 
then west. 


BUGS (6) 


Inside this large nearly empty lot 
are the sixth zombie and his 
bugs. Swat and spray to save 
the day. 


BUGS (7) 


The next set is a hop, skip, and 
jump to the northeast in the same 
vacant lot. Do the zombie in and 
eradicate the freed bugs before 
pressing on. 


To find the next nest of baddies, 
head into the alley and continue 
northeast till you spot the park 
ahead. To the east is another 
zombie. 


BUGS (9) 


te» 


The next set is no sweat. Follow 
the river running southeast 
through the park.to find the next 
zombie and his insect cargo. 


BUGS (10 


The final bugs are on a circuitous 

route. From the southern bridge 

(you reach it after whacking #9), 

head down the road to the 
southwest. 


| Slee. 

mM aR 

The first chance you get, take the 
road going southeast till you spot 


the opening in a wall leading into 
another park to Botan's right. 


p 


Once inside, head west to reach 
the last zombie (bugs in tow). 
Spray 'em and be done with it. 


ei ll li, 


Level Complete 


E Game Saved 


press to continue 


Good job. Botan's™ handled the 
pest problem on the Earth Realm. 
Now it's up to Yusuke™ and 
company to deal a frightful blow 
to the Saint Beasts. 
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2 Stier 


um 
bee ie Bes Sher 


dri NEP em a = 
Proceed down the stairwell 
ahead, which leads southeast, 
i then up and around a corner 
“= | heading north. 


i Me a 


* Yusuke™ ‘ ; et 5 E 
e Kuwabara™ E EN 
* Hiei™ Aree Re ge 
e Kurama™ E 2 ss 
i rey ge 

Head up the nearby stairwell to 
s: ; do battle with a familiar face and 
* Destroy the first Saint Beast a sickly green new one. Kick their 


Before long, four of those green 
zombie critters attack you. 
Remember that you have access 
to a slew of Spirit Attacks now. 


Eos 


heads in, then head southeast. 


Botan'" having done her part, A few more enemies accost you 
it's back to Yusuke™ and the along the way, so stop and return 
boys and their quest to the favor, then head northeast. 
annihilate the evil Saint Beasts. T 


* 
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Terre 2d eee 
2227445424822 


df No se mer coe per pum ur om ptm 
(iad di reor TM 
[$790 22——1 1.4 4 24 4: 0 5 À 


aeei OE OS PET AE FSH ES 


fic TS -= 
Proceed over the small 
footbridge, then head west. You 
cross an open expanse of gray 
stonework till you spy another 
stairwell. To the northeast of that 
stairwell is a doorway — head 
through. 


You must make three passes 
through those harrowing sections 
before you emerge safely on the 
other side. 


EEr Bor EP TT Er EEE EI T? 
PT Oe eer Cr et erm ence 
EPET ETAP EOT ET amo PECET ELE? oem 


wo ae 


Once through, head to the 
northwestern corner of the 
following area to flip a switch— 
but not before dispatching a few 
enemies along the way. 


SW 


This next sequence is tricky. You 
must time your progression 
against the lines of energy 
barring your path as you weave 
your way from west to east. 


TIP HOS 


Use Hiei's™ teleport 
ability to get through the 
energy beams. 


F 


WS. r rae anaa aaa aaa] 
And with that, the path forward 
opens so you can proceed. Of 
course, you now have to run the 
gauntlet once more before getting 
to where you're going. 


vede Seek Et 
COM EP SD PY eo ewer 
ihe Ae oe ot ok Be oe = oe 


BT oP ORT ee PET ce er 
SE MME ET ETE RET EE 
(added dada CRT 


The lines don't hurt that much, 
but if you get hit too many times, 
you'll feel it. 


x 65 x 


After running the gauntlet, head 
east till you spot another 
footbridge. This one runs north. 


PICK-UPS (2) 


er 1 

bh T. s s CD 

You run into a foe as you head 
over—take him out. If you need 

health, head to the northwestern 


corner to crack open a Heart. Ah, 
that's better. 


: 
$. re Y 
Move along the wall as it slopes 
southeast till you spot a Potion 


and a doorway. 


g b i: É s. E 
I am Genbu of the Four = : T Bos 
E : iE hed hal YS IT. 
MA - - Aa Pre A 
EE 267 x 
; While Genbu attempts to fight 
A : back, you have the upper hand 
{Aw A during this battle. 


fu. W 


m 


you all 
at once?... 

ast one left 
l lonely | 


Sometimes called "The Stone 
Beast," and one of the four Saint 
Beasts of Maze Castle, Genbu is a 
fearsome sight to behold. His 
deformed body is animal-like in 
appearance—except for the fact 
that it is composed of stone. Genbu 
can fuse his body with any type of 
rock. As such, he often travels 
throughout Maze Castle by 
"melting" into the solid stone 
walls. He can use this ability to 
reach beyond the confines of the 
| castle to deliver messages to 
Uh-oh, looks like you managed to demon subordinates on the 
locate the first Saint Beast, Genbu. : | outside. It also gives him an 
Kurama™, rising to the challenge, = | advantage when confronting 
decides to face the monster alone. < : intruders within his walls. 


If you need health, it's in the 
area's northeastern corner. 


Level Complete 


Game Saved 


Alternating between Kurama's™ 
Spirit Whip (©) and regular melee 
attack, pound on Genbu for all 
you're worth. 


Press 6 to continue 


Genbu dispatched, mosey 
through the north door to wrap 
up this level. 


That's one Saint Beast that 
won't soon forget this crew. That 
sucker is toast. 


LEVEL 20 


WALKTHROUG 


HUNTING FOR SAINTS 


START 


LEVEL: 


PLAYABLE 
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iei™ 


eH 


e Kurama™ 


OBJECTIVE 


e Push rocks in holes 


After the last ti 


stuff in the raw power — 


department— nothing 


back 


breaking labo: 
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Head southeast, then east as the Take two of the nearby boulders 


road unravels before you. In a (one at a time) southwest and 
few seconds, however, you're fill in the first two ditches. 
ambushed. Fight back with all 

you have. 


HEART (1) 


to the holes flanked by torches 
to the northeast. Push them in. 
Repeat this process twice to 
exit the level. 


south —trash any foes you meet 

along the way. ; 

| After dispatching that mutant n——I 
gang, you can bag a Heart to the 
| northeast if you need it. 


Level Complete 
Game Saved 


press 6 to continue 


M 


It's time to tussle with another 
Saint Beast. Hope you 
have Kuwabara™ 


Here's another ex Ed ready to go 
E . boulder. Roll because this is 
Head down the southwest path. this one to the 
~ You get a message stating that northeast. 


you must fill some holes with the 
boulders strewn about the area. 


—-— tricky. 
Ae 


LEVEL 21 


SAINT BEAST BATTLE REDUX 


WALKTHROUGH 
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I don't know what ki ga p & | 
es 3$ 
- but I sot 
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be 


Back_off!... Didn't I |p! e. 
Sas I'd take the next LOW 
one?? 


* 


It's Kuwabara's™ turn to show a 
Saint Beast who's boss. This boss 
battle is different from previous 
encounters, so prepare yourself 
for an indirect fight. 


Kuwabara™ breaks free from 
his compatriots to take on 
Byakko alone. 


Head north and onto the stony 
steps, but be warned—they 
disintegrate as you hop from stone 
to stone. 


Jump across the stones to Byakko 
and lunge at him. Kuwabara™ 
attacks for you, cutting away a 

slice of Byakko's life. 


Hop around, but be very careful 
not to trap yourself, or you'll face 
a fiery death. 


Leap around the stones to land 
blows on Byakko. Don't worry 
about his energy blasts, as they're 
the least of your concerns. 


The stones regenerate if 
given enough time, so don't 
panic if it initially appears 
that you can't make it to 
deliver another blow on 
Byakko's furry hide. 


It takes three blows to decimate 
the tiger creature Byakko. He goes 
down (like the others) in a ball of 
flame. Collect the Orbs he drops, 
then head north. 


INS N A 


A 4 


The second of the four Saint 
Beasts, Byakko is a ferocious 
white tiger whose imposing size 
and incredible strength cause even 
the most battle-hardened 
opponents to shake with fear. 
Byakko feeds on the energy of his 


foes and uses the resulting boost 
in power to increase his size, 
create additional tiger beasts, and 
exercise his most dangerous 
attack—the Tiger Scream. 


x71x 


Level Complete 
Game Saved 


press 0 to continue 


After you reduce the boss to a 
tiger-striped pelt, head north, out 
the exit, and onward to greater 
danger. 


PLAYABLE 
CHARACTERS 
e Yusuke™ 
e Kuwabara™ 
* Hiei™ 


-Kurama™ 


OBJECTIVES 

* Use the switches to unlock 
ie doors 4 

t Seiryu 


Not surprisingly, Maze Castle 
.contains a maze. Don't worry, 
* = 
however, because the following 
section guides you through 


without a hitch. 


ALFK 
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Wap er Serre 
As the level opens, head west, You come upon a third stairwell; 
destroying any foes that stray ignore it. Head west and down proceed through. There are 
into your path. the corridor. enemies here— destroy them and 
flip the next switch. à 
SWITCH (1) 


T amo 
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EN i 
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Ignoring the stairwell, continue C EY Mend 


» y s E m t ai g 
around north. Flip the switch you spot at the Repeating the process once more, 
dead end to open the first of five head into the next room, defeat 
BAAI S EBA Lao a ae doors. Head through the first the enemies, and flip the next 


door. switch. * 


GEM 


Ignoring the second stairwell, 
turn and head east, pounding any 


troublemakers you encounter 


along the way. The first room harbors a few One more to go. Head in, beat 
enemies. Beat them down, then down the enemies, and flip the 
hit the north switch. switch. It's on to the final door. 
T 
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lIs that all you have 
to sas? 
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They're pretty weak 
last words. you know. 


F4 
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Through this door is the lair of 
another Saint Beast. This one's 

named Seiryu, and 
Ae Hiei™ insists he be 
E given the chance 

to defeat 
Seiryu. 


e 
s a big game. However, 
he's a pushover. 


The third of the four Saint Beasts, 

Seiryu, the Blue Dragon, stands 12 

feet tall and possesses remarkable 

speed to match his incredible 

height. His powers enable him to 
lower the temperature of the air 
surrounding his body to below 
freezing. This gives him a vast 
arsenal of powerful ice attacks, 

including his signature technique, 

the Ice Dragon. 


Step up and work him with 
®,@®,@ till he's taken half 


Hiei's™ Life bar. 


Level Complete 


Game Saved 
Dash to the southeast corner to grab 


a Heart and replenish your health. press ta continue 


With Seiryu dead, head through 
the northeast doorway to 
complete the level—you're almost 
home free. 


Repeat the process till Seiryu is 
dead. The Heart keeps regenerating, 
so you're covered on that score. 


PLAYABLE 
CHARACTERS 


* Yusuke™ 
* Kuwabara™ 
e. Hiei' V 


e Kurama™ 


OBJECTIVES 


* Defeat the creatures to open 
the door 

* Scale the Maze Castle stairs 

* Defeat Suzaku 


Somebody at the top of th 
chain isn't happy with your 
progress thus far and decides to 
inflict serious damage on 
Kayko's™ psyche. It's time to 
put an end to these Spirit Beasts 
once and forall. ue 


Ma so LS 
Head north up the stairs, 
dispatching the green meanies 
you meet along the way. 


DOOR #1 (1) 


You reach a doorway in the 
upper-right corner which spews 
fourth three packs of those green 
zombie beasts. Kill them, then 
head left, past a locked door, to 
another zombie-spewing hole. 


DOOR #2 (2) 
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Repeat this process several times 
till the critters stop coming— you 
know you're done when the 
central door pops open and 
allows you through. 


After the door opens, head 
through to the final climb, at the 
end of which waits the final Spirit 
Beast, Suzaku. 


fie A E Add obs. f£ ADi. 
This is a cut-and-dry affair. You 
keep going up, killing the greenies 
you meet along the way. This is 
another good place to level up 
Yusuke™ and Kuwabara™. 


monsters. Destroy them, then 
proceed up the next stairway. 


* /O * 


At the top of the second set of 
stairs, you come across a small 
army of critters. Blow 'em away, 
then proceed southeast. 


Up the next stairs, destroy the 
monsters, then head northwest to 
another stairway. 


next stairway, crush the greenies 
you find there (and along the 
way) to reach the next stairs to 
the southeast. 


Up you go, defeating monsters as 
you stride onward. Switch to the 
northwest and climb the next stairs. 
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The ground changes color at this Making the error of informing our If you need them, there are 
point, but the goal is the same: heroes that he's torturing Kayko™, Hearts on the screen's left and 
Kill the green critters and climb Suzaku incurs the wrath of Yusuke™. right edges. 

ihe southeast stains: Time to put Suzaku's head on a pike. 


— Run north and punish Suzaku with 
One more stairway to go. Climb it your basic melee attack combo. This 
and deal with one more hit squad prevents him from launching his 
of green creatures, then it's on to attacks, for the most part. 
Suzaku. A 
The leader of the four Saint Beasts, 
: Suzaku looks most human of them 
E cca: D all. He can create Cultivated 
E ^ x ae Humans—beings with no free will or 
ow Ms uenti usui d thoughts of their own, who are 
ENNIO ESSE. I DAN e | obedient to their creator. Suzaku can 
| Suzaku and now there I . . 
jai are seven of himi Ji also create duplicates of himself, 
CSTE SS ete ate PS cae sis . : 
giving him an edge in battle. 


So nice to, see you in 6 
person, after watchins dd 
you attemet to ruin my 
Plans for so tons... I 


He splits into seven separate forms. 
You need to destroy his copies to 
uncover the one true Suzaku. Use 


Level Complete 


Game Saved 


press to continue 


With Suzaku's demise, you're in 
the home stretch with only a few 
levels left. Press on, warrior; the 


concentrate on his primary form, 
hammering him with the basic melee 


combo (®,@,@) till he drops. end is near. 
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WALKTHROUGH: LEVEL 24 
MANSION: THE APPROACH 


PLAYABLE 
CHARACTERS 


* Yusuke™ 
e Kuwabara™ 
* Hiei™ 


© Kurama™ 


- OBJECTIVE 
* Defeat Toguro's demon 


You have to rescue a young girl 

«named Yukina from a fate worse 
than death. Gather the crew and 
get moving. 


Although Yukina appears human, 
she is an Ice Apparition from the 
Spirit World. She possesses powers 
that enable her to freeze her 
surroundings at will. As an 
interesting side effect of these 
powers, when Yukina cries, her tears 
harden into jewels. These jewels are 
valuable; thus, Yukina finds herself 
the target of greedy men. She has 
studied the art of Spirit Healing and 
is proficient in her abilities. 


A thug attacks you as the level 
begins. Deal with him. 


Continue north along the road, 


and a snake and a shadow 
creature confront you. 


* 


R 
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As the road bends east, you find 
more critters to destroy. Keep 


throwing punches and kicks and 
press on. 


POTION (1) 


Los 


The road winds south. You find a 
Potion as the road sweeps east. 


Heading north, you come across a 
pair of snakes and another 
shadow beast. Blow 

'em away, then 

continue north 

and east. 


The final gauntlet features 
another shadow beast, then you 
must prepare yourself. 


You now face a giant spider 
creature. Get in there with your 
Spirit Punch (or Spirit Gun) and 
whale on him till he wilts under 
the force of your blows. 


—— — — du NNNM 
Level Complete 


Game Saved 


Press ð to continue 


Now it's time to get inside and 
free Yukina from the vile 

xu clutches of her 
tormentors. Don't 
let her down, 


ive. 
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MANSION: EXTERIOR 


E 


PLAYABLE 
CHARACTERS 


* Yusuke™ 
e Kuwabara™ 
* Hiei™ 


=e Kurama™ 


OBJECTIVES 
* Navigate the approach to 
the mansion - 
* Defeat the demon guards 


LEVEL START 
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Just two levels left. Now you 

have to navigate the approach to 
the mansion, facing down 
demons, critters, and land mines. 
After that, it's time to end things 
once and for all. 


ET 
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Proceed west to confront a large 
brute. Pound on him with your 
Advanced Spirit Attack to whittle 
him down in no time flat. 


^ (TL 
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Head out the other side to the 
northeast, then go east to fight a 
snake and a beast. 


After you've exhausted the 
run ahead, turn 
southwest and proceed 


down the path to battle y ST 


with another set of 
monstrosities. 


ay 
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Continue as the road turns east, 
and travel past the exit flanked 
by a set of pillars to either side. 
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* You come across another 
powerful brute. Get in there and 
¿| tear into him for all your worth to 
defeat him. 


T Out the opposite side (to the 
northwest) you come upon a 
minefield. Step carefully 
through the tree- 
enshrouded area. 
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As you exit the minefield, you 
reach another brute just off the 
screen. This guy is big, but his 
bark is worse than his bite. Get in 
there with your fists and feet and 
watch him go down. Ea 


Exiting to the northeast, you 
reach the outskirts of the 
mansion. Proceed up the path to . 
the north, then take the route 
heading west— mind the beams 
that seek to cut you off at the 
knees. 


You have to zigzag to reach the 
mansion's front doors. From 
there you take the second 
doorway (the only open one) 
and head inside. 


PRIMA OFFICIAL STRATEGY GUIDE 


To defeat this critter, race north 
into its maw and slam it with 
punches and kicks. 


= It goes down without a fight. 
Sna Det ce aut BY With that job done, head out the 
s misery. 
es, it's in our south door. 


This twisted creature looks to be 
more in pain than anything else. 
Yusuke™ and company must do 
their best to put this poor 
monstrosity out of its misery. 


Head left and enter the other, 
now open, door to complete 
the level. 


LEVEL END 


Level Complete 


Game Saved 


press 9 to continue 


4 
| —A—— 
That's it. Now you have but one 
level to complete and victory is 

yours. This won't be easy, 
however, as you must face some 
tough foes at the bitter end. 


WALKTHROUGH: LEVEL 26 
MANSION: FINAL ASSAULT 


PLAYABLE 
CHARACTERS 
* Yusuke™ 
* Kuwabara™ 
* Hiei™ 


e Kurama™ 


OBJECTIVES 


* Navigate the mansion 
interior 


* Defeat the Triad 
* Defeat Toguro 


LEVEL- START 


Lm" — P 


The mansion is littered with — . 
security cameras that bring the 
guards running if you're caught 
on tape. It's preferable to be 
caught, if only to gain the 
experience from their weak 
bodies. First, however, you must 
deal with Miyuki. : 


For all her bluster, Miyuki 


is a pushover. Wade in 
with arms flailing to drop Wie 
her in a New York 
minute. 


Tarukane hates | 
jfunwelcome visitors. 
| here are security 
|pcameras everywhere 


Now you must maneuver 
through the first part of the 
mansion. Avoid the security 
cameras unless you need the 
experience. 


If Yusuke™ and Kuwabara™ 
are not yet at level 20+, get 
caught on camera to 
destroy the cannon fodder 
and add to your levels. 


CAMERAS 1 AND 2 (1) 


Weaving to the first set of 
cameras, follow the path ahead 
till you reach a junction that 
allows you to go west or east. Go 
east, but immediately duck north 
and hug the wall to avoid the 
cameras. 
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CAMERA 3 (2) 
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Follow the hall as it heads east. 
You can't avoid the next camera, 
so the first chance you get, head 
south and nail the miscreants. 


CAMERA 4 (3) 


At the next junction, turn east 
(you can't avoid this camera) and 
dispatch the batch of foes headed 
your way. 


Maybe we should try 
our gue mate spirit 
attacks! 


C 


Head through the doorway at the 
hall's end to face down Inmaki, 
the second of the Triad. 


WALKTHROUGH: LEVEL 26 


Inmaki is invisible till he strikes, 
but you have a way around that. 
Face north, then unleash your 
Ultimate Spirit Attack to nail him 
even while he's invisible. 


This won't take long, so keep 


attacking till he perishes in flames. 
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Proceed through the next door to 
the north to take down the next 
(and final) member of the Triad, 
Gokumonki. 


BOSS BATTLE: 
GOKUMONKI 


Like the rest of the Triad, 
Gokumonki is child's play to 
defeat. Walk up and work him 
with any combination of attacks to 
see his Life bar melt away. 


And with that, the "mighty" 
force of the Triad is dispatched— 
permanently. 
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The next camera is at the first 
turn after you leave Gokumonki 
behind. Turn the corner, hugging 
the wall, then turn north and skirt 
the camera's view. 


CAMERA 6 (5) 


The final set of cameras is 
unavoidable, so you have to 
fight. Beat all who 
approach, then ‘fy, ae 
head through the K 
double doors to pu 

the north. 
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PRIMAS OFFICIAL STRATEGY GUIDE 


First up, Yusuke™ takes the stage. 
Beating Toguro's first form is simple. 
Open some space between 
Yusuke™ and Toguro and unleash 
your Spirit Shotgun on him ((2J+®). 


— a 


" zi c 
ike we have to . : 
ese" Suss or d Lead him around in an oval, 
able to save : PA 8 2 WP 
whittling him down with the Spirit 


Shotgun, pausing only to let your 
pu Z INED T 


7 = E [rem | Spirit Energy refill itself. 
Sood money to set rid =") 
: of sou two. x ——— 


The younger Toguro possesses the 
ability to increase his size at will, 
multiplying his strength by a 
hundredfold or more. He is a man 
of few words, but his contempt for 


humanity is apparent in the scowl This is it, the final showdown for 
that dominates his stone-like Yusuke™ and company. You must 
exterior. Though he offen uses his battle Toguro in two forms, with Keep up this dance for a few 
powers in the service of evil, Yusuke™ taking one and minutes and not only will you 
Toguro is not without honor. He Kuwabara™ the other. Don't worry, destroy Toguro, but you won't even 
does not destroy without reason. though; this is a piece of cake. get a scratch doing it. 


* * 


Unlike Yusuke™, Kuwabara™ 
lacks a ranged weapon, so he has 


to get close to defeat Toguro. 


fover atre adu? I EE 
hunch was wr 
really were esi 


Nice one. Urameshi ! 
Now. where is Yukina!?] 


The Spirit Kick (2J+@) is the 
best bet for defeating this 
berserker. Don't get any closer 
than necessary to land the kick, 
then run immediately after you 
land a hit. 


You boys GRO 
ne" 


aren't pay 
attention. SIS Yet 
settins varmed 


Lead him around in an oval, 
á pausing only to strike him from 
Toguro's first attempt at victory nme to ame 


nipped in the bud, Kuwabara™ 
steps up to show Toguro what 
he's made of. 


It may take a while, but eventually 
you carry the day. 


It was an honor to 
Save someo so 
beautiful. 


With Toguro taking a dirt nap, 
you've beaten the game. Or 
have you? 5 
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What. sou think we V | 
Sive uP that easy? Let -— 
me introduce my 

friends...I think you 
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This is Suzaku and >| Se | 


Rando. My people 
created these clones 
from DNA samples. 
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Using Yusuke™, run around them 
in circles, firing your Spirit Shotgun 
from time to time, to whittle 
them down. 


I ga E tell uou how 
sa e when I 
BIS \giheard what you did to 
= Mims ori sinal! E 


Cloned versions of their former 
selves, Rando and Suzaku, while 
tougher than before, still aren't 
unbeatable. 


If you get hurt, use the pick-ups 
you left earlier to even the odds. 


Hit them both with one shot to 
speed things up. 


After you get to the point where 
there's only one of them left, 
victory is assured. 


/ALKTHROUGH: LEVEL 26 


can‘ be lieve xou 
Pest "then ! 
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With the trash taken out, smack 
the fat man in the jowls to 


end this game once and 
m, 2 for all. 


- £7 There's no rest for the weary. No 


X V * sooner do Yusuke'" and compan 
toes J EN 
>. ee ‘a " solve the case than Koenma 

> PAN has another for them. But that's a 
tale for another day. 


MISSION COMPLETE 
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succeed her as master Power and to show her 
ed 1 too soon! She decided true strensth t 


T the of | " Mithat Yusuke would to enhance her spirit 
Est Genkai feared to enter a tournament youns rrotese. 
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So you thought the Genkai Tournament was too simple last time, eh? Well, how about taking control of Genkai 
to fight in another tournament? 


You must face off against 
all the bosses in the game 
on one Life bar (plus a few 
scattered pick-ups). 


ROUND 6 US. RANDO 


Tough stuff, indeed, but if you 
follow the previous boss 
strategies you will come out 
of it OK. 


MINI-GAMES 


If you can weather the 
strain of the tournament, 
you unlock the ntini-games 
from Genkai's arcade. 
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INTERVIEW.WITH — 
SENSORY SWEEP 


THE YOU BEHIND YU YU 
HAKUSHO™: SPIRIT DETECTIVE 


Sensory Sweep (the development studio behind Yu Yu 
Hakusho™: Spirit Detective) took some time out of their 
busy schedule to sit down and tap some answers out 
for our inquiring readers. 


P: Prima Games P: What do you do? 


SS: Sensory Sweep, Developer 
of Yu Yu Hakusho™: Spirit 
Detective . 


SS: For Yu Yu, | was sort of a 
jack-of-all-trades when it 
came to design, | guess. | 

| P: Who are you? worked on some of the 

| design doc, gave general 


| c n E e game ideas and feedback, 
Hargraves. | work for Sensory : : 
did some level design, even 


Sweep, and | was a designer on worked on some scripting 
Yu Yu Hakusho™. : 


P: How long did Yu Yu 
Hakusho™: Spirit Detective 
take to develop? 


SS: When all was said and done, I 
think we wrapped up in about five 
months. We had to do a lot of 
adaptation of our engine, so it 
didn't give us a lot of time. | 
think the most difficult part 
of the development in Yu Yu 
was making sure we 
included everything from the 
Spirit Detective series. Most 
of the time, with a licensed 
game, you're usually basing it on 
something like a two-hour movie 
or so. With Yu Yu, we wanted to 
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4make sure we included every key 
event from the Spirit Detective 
series, which was actually 
something more like 10 hours. We 
feel we did a pretty good job of 
getting everything in there, and 
hopefully the fans will agree. 


P: How many people worked on it? 


SS: When we first started, we 
only had one programmer and a 
few artists and designers. As the 
project went along, though, we 
"grew to a team of about 15 
people strong. 


P: Are the staff 
members of Sensory 
Sweep big fans of the 
series? 


SS: Absolutely. | was 

feverishly watching the series on 
Adult Swim every night prior to 
the project, and when | found out 
we'd be doing Yu Yu Hakusho™, | 
was ecstatic. Our lead designer, 
Tony Rushton, is a fanatic. His 
office is adorned with all types of 
Yu Yu Hakusho™ paraphernalia. 
In fact, we even suspect he 
sleeps in Yu Yu Hakusho™ bed 
sheets, although we don't have 
sufficient evidence of that...yet. 


P: What other games has the 
company worked on? The staff? 


SS: Yu Yu Hakusho™ is our first 


published title so far, but our staff 


has worked on everything from 


StarCraft: 
Brood Wars, 
NBA Jam, 
Barbarian, and many 
others. Some of our 
artists even did some 
work in movies such as 
Minority Report and 
Armageddon, and one of 
them even animated 
Pop'N'Fresh in his 
commercials. Hee heeee! 


P: What did Screaming Games 
contribute? 
SS: Screaming Games helped us 
line up the project. They worked 
with us and Atari to flesh out the 
contract and all of the 

* documentation. 


P: What other games have you 
worked on? 

SS: Personally, l've worked on 
NBA Jam, Acclaim's Mcgrath and 
ECW series, Barbarian, Circus 
Maximus, and Microsoft's Links 
and MLB: Inside Pitch series. Yu 
Yu has been my,favorite series to 
work on, however. 


P: How long have you been 
working in the games 
, business? 


SS: Let's see, | got my first 
testing gig at Sculptured 
Software working on NBA Jam 
Extreme for the Sega Saturn. 
Wow. That was some time ago. | 
believe that was released in 
1996, so | guess your 
answer would be seven 
years now. 
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P: What's next for 
Sensory Sweep? 


SS: World domination, of course! 
Just kidding. Sensory Sweep's 
future is looking very bright. We 
are currently working internally 
on two projects, with several 
more on the horizon. My guess is 
that you'll be hearing the name 
Sensory Sweep a lot more in the 
future. 


Prima would like to thank 
Devon and Sensory Sweep d 
for taking some time out of 
their hectic schedules to 
accommodate our last- 
minute questions. 


Thanks, guys! 
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